In 1978, the philosopher Bernard Suits wrote of a future in his now classic Platonic book The Grasshopper: Games, Life and Utopia, in which the only human activity is game-playing and where the human race has developed what he calls the lusory effect, a psychological attitude required of a game player entering into the play of a game. In complete contrast to the perception on working life and Wittgenstein, Suits argues that game playing is a voluntary attempt to overcome unnecessary obstacles and that playing games is a central part of the ideal of human existence; thus games belong at the heart of any vision of Utopia. By the time of his death in early 2007, Suits should have been able to witness proof of a Darwinian evolution of the gaming utopia he foresaw thirty years before in the social fabric of modern life which is driven by social connectivity, shared experiences and collaboration, whether in real or virtual worlds. Be it political games, military games, business games, or recreational games, the boundaries between what is real and what is virtual are fused. All but clues to our future, Suits argues, concluding that cultivation is our salvation.
Gatica-Perez explore collaboration on location information by tracking mobile phone usage. The authors experiment with mapping individual places of interest that could serve as recommendations from one mobile phone user to another. In the third paper, Huber and Ding exploit collaboration for web browsing. The authors develop techniques for web page partitioning, adaptation and delivery to multiple collaborating users.
In the fourth paper, Hurst and van Wezel augment games and gesture-based recognition into mobile phone interfaces. The authors experiment with finger tracking in an augmented reality board game on mobile phones and demonstrate that it sustains an increased level of engagement and entertainment. In the fifth paper, Yamabe and Nakazima augment gaming into training. The authors experiment with four augmented reality environments -Augmented Reality GO, EmoPoker, Augmented Calligraphy and AR Drum Kit -in their efforts to achieve the right user design for such a training environment. In the last of the papers, Angelides and Sofokleous use gaming for the allocation of shared resources. The authors experiment with MPEG-7 and MPEG-21 and achieve a Nash equilibrium while serving the needs of each user.
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